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Introduction 


Hello, my little magic wands. Hey, let me ask you a 
question: what is fun to do, mysterious, baffling, 
clever, entertaining, with a history as long as man, 
has its own famous names, collectors, historians, 
clubs and societies, can entertain and amuse one 
person or a million people, can be performed live on 
stage, or on television, video or film, involves ama¬ 
teurs, semi-professionals and professionals, has its 
own specialist magazines and books, can be per¬ 
formed with any object, and is all about secrets? 

That is a very long question; it may even be the 
longest question in the world. 

Well, what is the answer, in one word? It’s on the 
front of this book - look and see. Yes, the answer 
is ‘Magic'. 

Now, I'll tell you a simple truth. If you learn to 
do every trick and stunt in this book, you will have 
a great deal of fun learning them. And, when you 
do the tricks, you'll have fun with other people. 
Magic is the best hobby in the world. It's certainly 
the best hobby in PUZZLEOPOLIS, and especially 
on the planet of WOW (World of Wizards) which is 
where WIZ BIT comes from. 

In this book W I ZB IT has collected together for 
you some of the best tricks and stunts. There is 
nothing difficult or complicated to do or make - 
you don't need special props. All the tricks use 
everyday objects which you will already have 
around you at home. Some tricks don't need any¬ 
thing other than you - that proves you are magic. 
All the effects are easy to do - even WOOL Y THE 
Rabbit can do them. 

Now, to help you start off on the right foot (or 
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the left one) I will give you some Golden Advice. 
The first thing is to learn the trick thoroughly by 
carefully following the instructions. Then practise 
the trick as many times as you like - certainly until 
you can do it without looking at the instructions. 
The next thing to do, when you have learnt a few 
tricks or stunts, is to link them together. Make 
a little routine of four or five tricks that blend 
together so that you have a pleasant little sequence. 
Then practise these tricks in sequence a few times. 
Magicians call this 'routining'. Singers do the same 
thing with songs. So, combine a couple of quick 
tricks with a longer one, throw in a couple of stunts, 
practise well, and you will have a routine. 

Practise this little routine maybe ten or more 
times to yourself, thinking of things to say as you 
do so (this is called 'patter') until you know you can 
do it from memory. Then go to a parent and say, 'I 
wonder if you could help me? Tell me what you 
think of this little routine of magic tricks.' Then do 
your stuff. They'll enjoy it. 

Don't worry if you sometimes mess up a trick. 
We've all done it, believe me. If it does happen it's 
not a bad thing because it teaches you the value of 
practice. Remember, nobody ever learnt to swim 
the first time they tried. Only fish can do that and 
you've never seen a fish do a card trick, have you? 
If you have that would be magic. 

So remember, careful practice makes perfect. 
Just like you had to practise to learn to ride a bike 
or make a yo yo, yo yo. It's also fun to practise. As 
for things to say when doing tricks, W I ZB IT has 
given you many examples in the trick descriptions 
in this book. They are good examples to follow. 

Now, one last little bit of advice: if, when you are 
performing, somebody grabs the cards when they 
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are not supposed to, or tries to mess up your trick, 
stop performing, be firm and say, Tm in charge 
here. If you want to see my magic tricks, then you 
do as I say. Or you show me your magic tricks and 
Ill show you how to be a good assistant.' That 
should do the trick. 

Well, that's all from me for this book. I'll leave 
you in W I ZB IT’S safe hands, and I'll close by 
wishing you all the fun, all the pleasure, and all the 
excitement that magic has given me in my life¬ 
time. 

Bye for now. 

Sincerely, 
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Catch as Catch Can 


Effect 

You can present this as a challenge reaction test. 
Hold up a reasonably new £5 note, or a tenner (a 
passing parent might lend you one. I’m sure) by 
one end between finger and thumb. Now ask the 
spectator to put his finger and thumb on either 
side of it ready to catch it, but not quite touching 
the note, about halfway down its length. Tell him 
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that any second now you will release the note and, 
as it drops, he is to catch it, and when he does so he 
can have it. The spectator will think this is easy, 
but when you drop the note it will slip through his 
fingers and he won't catch it. You can repeat this a 
number of times without fear of failure. This is a 
very amusing stunt - learn it and you'll get a 
great dead of fun out of it. 

Secret 

The real secret is physiological in that, in the time 
it takes the message that the note has been released 
to get from the eye to the brain, and the command 
‘Catch it!' is given by the brain to the fingers, it 
will be too late: the note will have dropped through 
the spectator's fingers - even though we're talk¬ 
ing about fractions of a second. The only realistic 
chance that the spectator has of catching the note 
is to anticipate the moment you release the note. 
You have to be aware of this and must make it clear 
that this is a test of reaction, not a test of anticipa¬ 
tion. A spectator is not allowed to drop his hand to 
catch the note. 
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Pure Matchic 


Effect 

I honestly believe that this trick is one of the great 
illusions of all time, which is a large claim for a 
trick with a safety pin and a matchstick. But this 
will fool your eyes every bit as much as ladies who 
float in thin air, and elephants that vanish without 
trace. 

Having cut the head off a matchstick, push it 
very carefully on to the point of a safety pin, at its 
centre. Do this slowly and carefully so as not to 
splinter the match, and mind your fingers. Push 
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the match halfway along the length of the safety 
pin and close the pin. Now work the match up and 
down and backwards and forwards until it revolves 
freely with a flick of your finger. This will be 
achieved when the match is sufficiently loose on 
the bar of the pin. 

Now hold the match and pin, as in Figure 1, and 
with the end of your right finger smartly strike the 
end of the match at point A. The match will appear 
to pass right through the bar of the pin (Figure 2). 
Do this a number of times until you have facility 
with it, then show your friends this magical pene¬ 
tration. It really is quite uncanny: the illusion of 
penetration is perfect. 


Secret 

The secret is best summed up by saying the quick¬ 
ness of the match deceives the eye. What actually 
happens is that when you strike one end of the 
match, the other end rebounds off the underside of 
the bar and revolves round so quickly the eye can¬ 
not follow it. This creates the illusion of the match 
penetrating the bar. The harder you look the more 
impossible it seems. It's one of the best pocket 
( ricks ever, and it's so easy to carry around. 
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Caterpillar Alphabet 


Effect 

Here is a crazy quicky in which your finger move¬ 
ments look like a caterpillar climbing up a tree 
while reciting the alphabet. And curiously, your 
fingers start by shaping the letter A and finish on 
the shape for the letter Z. If you are puzzled by 
this, run through the description and all will be 
revealed. 

Secret 

The diagrams show exactly what happens. Figure 
1 is your start position. This forms the letter A. 
The finger movements are made in the following 
order: 

1. Right thumb to left first finger tip - raise right 
first finger; 

2. Left thumb to right thumb tip; 

3. Left first finger to right first finger tip; 

4. Left thumb to right first finger tip (that’s the 
first cycle) - then raise left first finger; 

5. Right thumb back to left thumb tip and the 
right first finger to the left first finger tip. 

And so you continue. If you do it in a fluent, 
slightly mechanical manner then it looks like the 
series of undulations that a caterpillar makes as it 
climbs a tree. Fluency will come with practice and 
if you practise well, you’ll have this for life. The 
alphabet is recited, one letter for each finger or 
thumb movement. It’s one of those curious things 
that when you stop on the letter Z, that will be the 
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shape your fingers will be making. You can even 
accentuate the shape to an exact letter Z. 
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Thumb Fun 


Effect 

This is a spooky trick in which the magician 
apparently removes his thumb and puts it back 
again. 

Secret 

Hold your left hand flat, with thumb and fingers 
together and palm towards your body, at about 
shoulder height. Bend your thumb inwards at the 
first joint to make a right angle. Now bend your 
right thumb in the same way and with your right 
first finger cover the first joint of your right 
thumb. Now put your two thumbs together along 
the top edge of your left-hand first finger. It will 
appear that you are simply holding your left 
thumb at the first joint between the finger and 
thumb of your right hand, whereas the right first 
finger is really hiding the joint between the two 
thumbs. 

IN PERFORMAHCE THE 
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Now, to create the illusion of removing your 
thumb, slide your right thumb and finger to the 
right, along the top edge of your left forefinger, for 
■ about 1^- to 2 inches and then, without pausing, 
slide it back again. Do this no more than twice to 
achieve the best effect. When you are setting this 
up do it under cover of your right-hand fingers. 
Once you have apparently restored your left 
I luimb to working order, flex it two or three times 
as though to check that it’s stuck on properly. 

This is a nice effect, best done as a quicky. 
Younger children, and some grown-ups, find this 
trick strangely amusing - or amusingly strange: 
I ve never been quite sure which. 
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Over Under 


Effect 

A £5 note is laid on top of a £10 note at right 
angles, forming a V shape. They are rolled 
together with a pencil and then unrolled. The £10 
note is now on top of the £5 note. 


Secret 

While not a major mystery, this is a curious little 
effect that works itself. You lay the two banknotes 
out as seen in Figure 1, with the corner of the £5 
note a little bit nearer to the spectators than the 
£10 note. Now, using a pencil, you roll up the notes 
starting with the comer of the £10 note, which will 
be nearest to you. You continue rolling until you 
reach the end corner of the £5 note. Have the spec¬ 
tator put his finger on the corner of the £5 note, 
and you hold the corner of the £10 note as you 
unroll the two notes. The £10 note will now be on 
top of the £5 note. 

If no parent is around to loan you the banknotes, 
use two different-coloured pieces of paper, cut to 
approximately the same size as banknotes. 
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AS YOU APPROACH 
THE CORNER OF 
THE FIVE POUND 
NOTE THE TEN 
POUND CORNER 
SUDDENLY FLIPS 
OVER FOR YOU TO 
PLACE YOUR 
FINGER ON IT - 
THE TRICK IS 
DONE!! 
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Coin Cousin 


Effect 

The magician holds eight coins of the same value 
in a neat pile in his left hand. Removing the first 
coin he places it down on the table showing the 
‘head’ side is uppermost. The next coin he takes 
from the top and places it under the pile in his 
hand. The next coin he places on the table, next to 
the coin already there. This coin will show ‘tail’ 
side uppermost. The next coin is placed under the 
pile in his hand, the next on the table, and so on. 
The fairness of this procedure is emphasized as it 
happens, with the magician saying, ‘Heads on the 
table, one under, tails on the table, one under, 
heads on the table, and one under, etc. ...’. Even- 
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Lually all the coins will be in a row on the table, 
alternating heads and tails. 

The spectator is challenged to achieve the same 
results. But unless he is familiar with the secret, he 
will find it almost impossible to do it successfully. 


Secret 

This trick is a coin cousin of ‘Ideal - You Deal', 
which follows. It uses the same ‘two, one, two, 
three' sequence of two heads, one tail, two heads, 
t hree tails, stacked from top to bottom. You 
simply repeat the sequence and the result is auto¬ 
matic. Give this a try because, although it's simple 
\ when you know how, it's hard when you don't. 


Did you know that originally the face cards (or 
picture cards, as they are better known) in a pack 
icere pictures of real Kings, Queens and Princes? 
In France, the King of Clubs represented the Pope; 
the King of Spades the 
King of France; the King of 
Hearts the King of England; 
and the King of Diamonds 
the King of Spain. The Queen 
of Spades at that time in 
French history represented 
.loan of Arc. 
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Ideal - You Deal 


i 


Effect 


The magician openly chooses two groups of con¬ 
trasting cards, four of each - four red and four 
blacks for instance. Mixing them up, the magician 
deals the cards on top of each other face down on 
the table, in the following manner: one down, one 
under the packet, one down, one under, and so on 
alternating until all the cards are on the table. 
Then, flipping the cards over, the magician reveals 
that the cards are in a perfect alternating sequence 
- red, black, red, black. The spectator is then given 



/ 
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a chance to achieve the same effect. It goes with¬ 
out saying that he won't achieve the desired result, 
so I won't say it. 


Secret 

When you apparently mix the cards up, you in fact 
mix them into the following order: two red, one 
black, two red, three black. You can do this casu¬ 
ally face up as you say, I'll give the cards a little 
mix up.' Then turn the packet of cards face down 
in your hands and do the down and under deal. You 
will always get a perfect result; your spectator, 
N after his shuffling, will not. Use four red spot cards 
and four black court cards for the best contrast. 
I t’s a nice, neat, quick trick. 


/ >nl you know that one card 
in the pack is known as ‘ the 
('urse of Scotland’? This is 
the Nine ofDiamonds, which 
r.nt its strange title when the 
infamous Duke of Cumber- 
in ml wrote on that card 
hr. order commanding his 
hoops to show no mercy to 
■ h <>tti$h soldiers captured 
of the Battle of Culloden in 
I / H i. 
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Effect 

The magician forms a triangle out of three 
matches. Giving the spectator two more matches, 
he asks if he can make another triangle. He should 
do this easily by using one side of the first triangle 
as a base. ‘Very clever,’ says the magician. If the 
spectator can’t do this easily then he’ll never get 
the next part right. Because he is now given one 
more match and asked to make four triangles, all 
with equal sides, using only the six matches on the 
table. He cannot break or bend them. Unless he 
knows how this is done, he will find this quite a 
problem. 


Secret 

Sideways thinking, or lateral thinking, is what’s 
needed here. When you stated the problem, you 
didn’t say that all four triangles had to be flat on 
the table, did you? And that’s the clue to the 
secret. Using the three-match triangle on the table 
as a base, you make a pyramid. Thus each face of 
the pyramid forms a triangle, making four tri¬ 
angles in total. Hmmm ... a matchstick pyramid 
... I wonder if they had matches in Egyptian 
times. 
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Romanesque 


Effect 

Using eight matchsticks, the magician forms the 
Roman numeral for the number twelve (Figure 1). 
Me asks a spectator if he knows what half of twelve 
is; he will answer ‘six’. The magician proves him 
wrong by showing that half of twelve is seven. 



Secret 

Simply take away the bottom four matches from 
the Roman numeral, and what you have left is 
dearly the Roman numeral for seven (Figure 2). 

A variation on this is to ask the spectator to 
mblract four from twelve. His answer will be 
eight, but by removing the bottom four matches, 
v<mi prove it’s seven. 
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Coin Coin 


Effect 

You place three different coins on the back of your 
hand. You now claim that such is your magical skill 
you can toss any one of the coins off without losing 
the others. You allow the spectator to choose the 
coin. You then successfully do as you said. 
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Secret 

This is really a catch because all you do is put two 
fingers on the coins that weren't chosen. Flip your 
hand in the air to toss off the chosen coin and catch 
it. All a bit of a con really. 

Another way to do this is to use several small 
pieces of paper. Have the spectator draw an X on 
one piece, and put them on the back of your hand. 
You can use as many as five pieces of paper. Then 
you claim that such is the power of your breath 
control you will blow only the chosen piece, 
marked X, from the back of your hand. You can 
oven use your spectator's hand. 

Done in a pleasant manner, this trick shouldn't 
get too many groans from your spectators. 


Did you know that in the Middle Ages each of the dif¬ 
ferent suits represented a different social class? The 
( 7 lurch was represented by cups, which in our present 
day are Hearts. The nobility was represented by 
'.words, which today are 
Spades. The merchant trad¬ 
ing class was represented by 
coins, which today are Dia¬ 
monds. And the poor old 
peasants were represented 
l>v cudgels which today are 
( labs. 
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Tap Trick 


Effect 

The magician deals a circle of cards, starting with 
an Ace and ending with a Nine, clockwise on the 
table. The spectator merely thinks of one of the 
card numbers. The magician tells him that he will 
slowly tap one card at a time, in a random fashion, 
here and there in the circle. As the magician does 
so the spectator is to count silently to himself one 
number for each card tapped, beginning his count 
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on the card number he is thinking of. And when the 
magician reaches the count of fifteen, he should 
say, ‘Stop.’ 

Thus, if he is thinking of card number four, he 
begins his mental count on four as the magician 
makes his first tap, and calls ‘Stop’ on fifteen. 

Incredibly, despite the random manner of the 
magician’s tapping, when the spectator calls 
‘Stop’, the magician will be pointing at his men¬ 
tally chosen card. 


Secret 

As you randomly tap the cards, count silently one 
number for each tap, but on the count of seven, tap 
the Nine and continue tapping backwards, anti¬ 
clockwise, until the spectator calls ‘Stop’, when 
you’ll be touching his card. 

The incredible thing is that this will work every 
l ime, no matter what card he mentally chooses. 
The number nine has got something to do with it. 
This magic number is one you’ll encounter again. 


Did you know that playing 
cards did not arrive in 
I'',urope until around AD 
/ l(X), when packs of cards 
were brought from the 
Holy Land by the return- 
i n g Crusaders ? 
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Escapo 


Effect 

Here’s a good bit of fun, especially for a party. 
Taking two pieces of string, each about 2 feet long, 
the magician ties the ends of the string to the 
wrists of two people in the following fashion: tie 
the first person by the wrists with one piece of 
string so that there is plenty of slack between the 
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wrists, enabling him to move his hands apart. Tie 
the second person in the same way except that, 
before tying the last wrist, you pass the string 
under the first person’s string. Figure 1 shows how 
the two people are linked together. Their problem 
is how to escape without untying, cutting or break¬ 
ing the string. 

Secret 

They will have done very well if they manage to 
figure it out without your help. What you do is 
take the centre of the first person’s string, make 
some slack, and tuck this string under the string 
around the wrist of the second person, on the 
inside of the wrist. Pull the string through until 
you have enough length to loop over the back of 
his hand. And before you can say ‘Escapo’, they 
will have done. 


Did you know that you can 
count the number of cards in 
a pack by spelling them? 
Deal one card on the table for 
each letter of each card, 
beginning with A-C-E, then 
T-W-O, and so on through to 
K-I-N-G. And on the last 
letter (G), the total number 
of cards spelt will be 52. 
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So You Think You’re Strong 


Effect 

‘Who thinks they’re strong. You do? Do you think 
you’re stronger than me? You do? Well, I don’t 
think you are, and I’m going to bet that you will 
not be strong enough to break even this single 
wooden matchstick, using one hand only. You 
think you can? I think you can’t. Here are the con¬ 
ditions. I place the matchstick across the back of 
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your first and third fingers, just below the finger¬ 
nails, where the first joints are. And your second 
finger goes on top of it. You may use your stronger 
hand. Now you must hold your arm straight out 
from your shoulder, and your fingers must be kept 
straight. You cannot bend them. Now break the 
match.’ 

Under these conditions your spectator will find 
it impossible to break the matchstick. 

Secret 

The know-how is really show-how. You set up the 
matchstick and extend your arm and fingers as per 
the conditions. Then, suddenly, raise your arm in 
the air and smack your hand flat on the table. The 
matchstick will snap in two. This is a nice little 
stunt which you’ll have fun with. 


Did you know that no matter 
how many times you shuffle 
the cards, more often than 
not you will find a King and 
a Three together? 
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The Challenge 


Effect 

You ask for a strong volunteer and instruct him to 
make two fists, place one on top of the other, and 
hold them there as firmly as he can. No matter how 
strong he is, and in spite of all his efforts, you will 
knock his fists apart with just two fingers. But he 
will not be able to do the same to you. That is the 
challenge. 


and here 
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Secret 

You strike each of his fists with your two first 
fingers, on a horizontal plane, in opposite direc¬ 
tions. So his right fist is struck firmly by your 
right-hand first finger, and his left fist by your 
left-hand first finger. If you repeat this stunt with 
a stubborn volunteer, vary the position and thrust 
of your strikes, so as not to let him clue in to the 
method. This will undermine his resistance. 

Now, to prevent him knocking your fists apart, 
without him seeing, stick your lower thumb up 
into the top fist. He will then find it impossible to 
knock your fists apart. Don’t overdo this stunt - 
just a couple of times will get you the m aximum 
effect. 


/ >id you know that a pack of cards can be considered as 
im Almanac? The fifty-two cards in the pack corres¬ 
pond with fifty-two weeks of the year. The four suits 
correspond with the four seasons of the year. The thir¬ 
teen cards in each suit correspond with the thirteen 
weeks in each quarter of the year. The twelve face, or 
court, cards correspond with the twelve months of the 
year. The total value of the 
cords in the pack, counting 
Jocks as 11, Queens as 12, 

Kings as 13, and the Joker as 
o wild card as 1, is 365 - the 
■ome as the number of the 
Jo ys in a year. 
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The Invisible Power 


Effect 

Your spectator clasps his hands very tightly 
together, as if he were praying but with fingers 
interlocked. After a couple of seconds you ask him 
to extend both of his forefingers to point upwards 
with a very small gap (about a centimetre) between 
the fingertips. You then reach out with both your 
hands and pretend to tighten two invisible screws 
on each fingernail of the spectator’s extended 
fingers. As you do this, the fingers slowly move 
towards each other until they touch. Curiously, it 
happens without any conscious effort on behalf of 
the spectator. 

\ 

\ 
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Secret 

Amazingly, the trick really works itself. Just make 
sure that your spectator’s fingers are under ten¬ 
sion. You then mime tightening the invisible 
screws and slowly, surely, his fingertips will move 
inwards and finally touch. The reason is that, no 
matter how long they try to keep their fingers 
tense, they will at some point gradually relax and 
the fingers will touch. 

Don’t tell them that, of course. Instead, tell 
them that you are exercising your invisible power! 
11 looks very funny and feels even funnier. You can 
do this with more than one spectator at a time - 
the more the merrier, the more the magic. 


Say Go 


IHfect 

The Great Wonder Worker (that’s you) has placed 
n rubber band into one hand so that it is sticking 
mil. of the top of his fist. Turning to a spectator, he 
mvs, ‘Say Go.’ When the spectator does so, the 
i uliber band slowly withdraws into his fist until it 
disappears from sight. 
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Secret 


Hang the rubber band on the little finger of your 
right hand. Bend the finger in against the palm of 
your hand, thus trapping the band. Pull the band 
up through the hand and clip it between thumb 
and forefinger, so about half the band is pro¬ 
truding from your fist. Now all you have to do is 
gradually release the tension and the band will 
slowly pull down into your hand. You say, ‘Say 
Go.’ They say, ‘Go.’ Then you say, ‘Going, going,’ 
as the band slowly withdraws. And then say, 
‘Gone! ’ when it has. 



You can do it faster: shake your hand so the 
rubber band woggles about, say to the spectator, 
‘Say Go.’ They say, ‘Go.’ You say, ‘Gone,’ as you 
instantly release the tension. It’s a cute stunt. One 
tip is, don’t let them see you hook your little finger 
through the band - just do it casually below eye 
level and bring your hand up when you’re all set. 
It’s a nice quicky. 
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The Sound of Magic 



I’lffect 

A I ter dinner the magician picks up a fork and a 
wineglass. ‘Look and listen. I’ll show you the 
'"••ind of magic.’ So saying, he plucks the two mid¬ 
dle prongs of the fork, causing it to ring like a 
l lining fork. He then seems to take the sound from 

i lie fork, between his fingers and thumb, and drops 

ii into the wineglass. As he does so, the faint ring¬ 
ing sound suddenly becomes much louder. 

This really is a magic feat, because it is quite 
impossible for sound to be handled. 


Secret 

The real secret is that at the moment you appar¬ 
ently drop the sound into the glass, you secretly 
pi ess the handle of the fork on the table with your 
lell hand, which causes the table to act as a sound¬ 
ing board, amplifying the sound. 

This is best done on a wooden table, and you will 
need to experiment with different forks until you 
bud one that rings adequately. With practice, this 
is a very intriguing effect. 
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Wooly’s Dance 


Effect * 

As you recite this rhyme you make a handkerchief j 
dance. 1 

‘ Wooly loved to dance all day, 

He'd bend his legs in a funny way, I 

And if a carrot you would pay, I 

He'd go ta ra ra boom de aye!' 

Secret 

Follow the drawings. Look at Figure 1. Make a 
tight knot in the middle of the hem. Take hold of | 
the corners (Figure 2) and whirl the knot over and < 
over as many times as you can. Then take both 4 
ends (Wooly’s feet) in one hand and the knot (his ? 
head) in the other, as in Figure 3. ‘Meet Wooly the 
Rabbit,’ you say. ‘He’s going to dance for you!’ : 
You then say the rhyme. By moving your hands 
together and apart the legs will bend and straighten 
as you recite it. And when you get to the last line 
(‘... ta ra ra boom de aye!’) let go of one foot and 
the hanky will twirl and kick to coincide with the 
word’... aye!’ 

This may not be a really big secret, but it’s really 
entertaining! ; 
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Wooly the Rabbit 


Effect 

Following on from Wooly’s Dance, you say as 
though answering a question, ‘What? You don’t 
think that looked much like a rabbit? Well, what 
about this then?’ And as you have been talking 
you have made a rabbit from a handkerchief. A 
very hungry rabbit! 

Secret 

After the previous trick (WOOLY’S DANCE) 
untie the knot. Now lay the handkerchief over the 
back of your right hand, as in Figure 1. Take hold 
of comer A and pull it right up into the crotch of 
your first and second finger. Then pull corner B up 
and through the crotch between your third and 
fourth fingers and grip it there. These two corners 
(A and B in Figure 2) are the rabbit’s ears. 

Make sure all your fingers are covered and pull 
the surplus hanky back over your right-hand 
wrist. Put the rabbit across the bend of your left 
arm at the elbow, which you’ve moved across the 
front of your body. Stand slightly side on with 
your left shoulder facing your audience, even if it’s 
an audience of only one person. Now move the two 
middle fingers (that’s the second and third fingers) 
a little bit in a scratching motion, as though the 
rabbit’s mouth was nibbling the sleeve of your 
jumper at the left elbow. And introduce your 
homemade, instant magic handkerchief rabbit. 

‘Meet Wooly,’ you say. Let them stroke his 
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head. ‘He’s a rabbit and he’s hungry. Normally he 
eats carrots, but today he will eat some lettuce.’ 
Remember, his mouth is still nibbling away - you 
can even move his head a bit, left and right a little 
as though he is looking about as he nibbles. This 
makes him seem very realistic. 

‘You, sir,’ you say to your Dad. ‘Please take out 
a £5 note,’ (or a dollar bill, if he’s an American 
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Dad). Crumple it up a bit to look like a lettuce leaf. 
‘Now feed it to Wooly the Rabbit.’ 

As he puts the note to Wooly’s mouth, you nibble 
it inwards with your fingers until it disappears into 
the rabbit’s mouth. ‘He’s got expensive eating 
habits, this rabbit,’ you say. ‘He likes rich food - 
it agrees with him.’ 

Make an audible gulping noise as you make a 
gulping gesture with the rabbit’s head. ‘I think he 
really has eaten it,’ you say as you shake the rabbit 
shape free of your hand (while keeping hold of the 
note which will be in a ball in the centre of the 
hanky). ‘I’ll put him back in his hutch. ’Bye, 
Wooly.’ As you say this put the hanky in your 
pocket. 

Whether you really do keep the money or not is 
something between your conscience and whether 
you’ve had your pocket money or not this week. I 
leave it up to you. 

One last little addition you may care to employ 
is to purchase a packet of those small, round, self- 
adhesive labels that you find in stationers’. Make 
the rabbit and stick two of the little labels on the 
hanky where you think the rabbit’s eyes should be. 
It will make your rabbit even more convincing. 
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Cross Words 


\ 


Effect 

A novel, miniature crossword puzzle. You give the 
spectator a sixteen-square frame. You ask the 
questions, he fills in the answers. But he won't get 
it right unless you show him how to do it. 

Secret 


Across 

1. Snakes do it 

2. Dogs do it 

3. Crocodiles do it 

4. Horses do it 


Down 

1. Winged insects 

2. Visual organs 

3. To mildly annoy 

4. Comfort 
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Pen Penetration 


Effect 

A handkerchief is draped over your left fist. The 
Great Wonder Worker (that’s you) makes a little 
well or pocket in the hanky by poking the centre of 
the handkerchief down into the fist. A pen is then 
pushed into the well and forced through the hand¬ 
kerchief. And, although the pen has clearly pene¬ 
trated it, the handkerchief has come to no harm. 
Magic indeed! 


Secret 

You poke the well into the handkerchief com¬ 
pletely fairly (Figure 1). But as your forefinger is 
withdrawn note that you extend your second fin¬ 
ger and push a secret fold of the handkerchief 
within your left fist (Figure 2). When you put the 
pen apparently into the well, it is actually put into 
the secret fold (Figure 3). This is completely covered 
as it is within your fist. Hold the pen for a second, 
then dramatically punch it down through your fist 
with the flat palm of your right hand. Reach under 
the handkerchief and slowly pull the pen down from 
the folds of the handkerchief, then reveal that the 
centre of the handkerchief is undamaged - thanks 
to magic. 
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Did you know that in cold 
weather ; if you take a play¬ 
ing card and shuffle your feet 
hard along the carpet and 
slap the card on the wall, it 
will stay there without fall¬ 
ing off? 



Groucho Marx 


Effect 

Here is a funny, silly quicky, in which you do an 
instant impression of the famous comedian, 
Groucho Marx. 


Secret 

No real secret - just a little preparation. Stick a 
piece of inked black paper to a handkerchief, as in 
Figure 1. Drape the handkerchief over your face so 
it covers your chin but stays in place when you take 
your hands away. Put on a pair of glasses. Put the 
pen in your mouth, like a cigar, as in Figure 2. Bend 
your knees and now walk around the room with 
your knees bent (don’t bump into the furniture). 
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Monty the Mouse 


Effect 

A fantastic, fun little routine, in which you make a 
magic mouse out of a handkerchief. 

‘Meet Monty,’ you say, ‘stroke his head.’ 

As the spectator reaches out to stroke Monty’s 
head, he suddenly comes alive and starts running 
up and down your arms and across your body as 
you try to catch him. 

I wish I were with you right now to show you 
Monty in action, because you would then appre¬ 
ciate how entertaining this little fellow can be. One 
thing I can tell you is that Monty will definitely 
appear in one of the ‘WIZBIT’ television pro¬ 
grammes, so watch out for him. 

Secret 

Follow the diagrams until Figure 9 when the two 
ends will suddenly appear. Spread one of the ends 
out to make two points and tie these points into a 
single knot. This will form Monty’s head and ears. 
Now lay Monty along the length of your hand (as 
in Figure 10) and, in this position, if you gently 
nudge Monty’s body at the end where his tail is, 
you will begin to give the impression that Monty is 
alive - rather as though he is breathing and 
twitching. 

Now make him tremble by moving your fingers 
faster. To make him jump along your arm, snap 
your fingers into the palm of your hand, kicking 
Monty along your arm. Practise these various 
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LAY OUT YOUR HANDKERCHIEF 
AS SHOWN IN FIGURE 1 
AND FOLD UP THE LOWER 
CORNER "d" DIAGONALLY 
OPPOSITE TO CORNER "a". 





FOLD END "e" TO 
MEET END "f". 


ROLL TOWARD CORNER 
ONCE AGAIN THEN 
TUCK IN CORNER 
AS SHOWN. 


ROLL THE LOWER 
PART UP TO ABOUT - 
THREE INCHES FROM 
THE CORNER "ad". 



EACH END OF POCKET 
THEN TURN ROLL 
INSIDE OUT SO THAT 
THE ENDS SHOW. 


TURN HANDKERCHIEF 
OVER SO THAT THE 
ROLL IS AWAY FROM 
YOU. 
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movements for a little while. Then, when Monty is 
in the trembling position, cover the lower half of 
his body with your other hand, then snap him up 
and along your arm and chase him with your left 
hand. Catch him with your left hand and bring him 
back and place him in the palm of your right hand. 
Now practise making him jump only a little way 
along your arm and catch him. To make Monty run 
across your body you actually push him along with 
your right fingers which, if done quickly, gives the 
effect that you are chasing him. Remember to keep 
your left hand loosely over Monty’s lower half and 
move your fingers as if you were trying to catch 
him. 

If you practise this trick carefully you will create 
the illusion that Monty is alive. And remember, as 
you try to catch Monty you’ll be saying things like 
‘Whoops, there he goes! He’s off again. I’ll soon 
catch him. Whoops, missed again! I think he likes 
you!’ 

You can have Monty run up your arms, over 
your chest, round the back of your neck. He can 
even head towards some of the audience who may 
be watching. When you can get people screaming 
and standing on chairs, you will have really 
become master of Monty the Mouse. Happy 
mouse-catching! 


50 



Eggstraordinary 



Effect 

One day you arrive at school with an egg in a bot¬ 
tle. Nothing particularly unusual with that, except 
that the egg inside the bottle is clearly too large to 
go through the narrow neck of the bottle! And the 
shell is still on the egg! Now, how did you manage 
that? 


Secret 

With vinegar, that’s how. Take an egg with a 
brown shell, put it in a bowl, pour vinegar over the 
egg until it is covered and leave it to soak for a 
week. This makes the egg shell soft and pliable. It 
can then easily be drawn out and stretched into a 
sausage shape. To get the egg into the bottle, you 
fill the bottle with water and gently push the 
sausage-shaped egg inside. You then carefully 
pour out the water from the bottle and leave the 
egg and bottle to dry. And, slowly but surely, the 
egg will resume its normal egg shape. 

A lot of people have got bottles with ships inside 
them, but only a magician would have one with an 
egg inside. 
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Strongman 



You, the magician, stand facing a wall at arm’s 
length, with your hands flat against the wall. Now 
ask a friend to put his hands at arm’s length 
against the back of your shoulders. Now brace 
yourself and ask him to push you against the wall 
using all his strength. He won’t be able to. You can 
even have a number of your friends stand in a row, 
at arm’s length from one another, and even though 
they all push at the same time, their combined 
strength will not be able to force you to the wall. 


Secret 

The secret is the Law of Inertia. As long as you 
brace yourself, the strength of all the people push¬ 
ing is distributed instead of combined. All you will 
feel is the power of one person’s push because, 
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t hanks to the Law of Inertia, the strength of one 
person’s push only goes as far as the person in 
front of him. You can have as many as ten of your 
friends pushing and, no matter how hard they try, 
you will be unmoved. 


Cotton Catch 


Effect 

There you stand in your nice dark jacket and trou¬ 
sers, looking very smart, except that there is a 
length of white cotton on your jacket. You, of 
course, haven’t noticed this, but somebody will. 
Sooner rather than later some kind friend will pick 
off this piece of. cotton, but when they do, it will be 
endless. They will have to keep pulling and pulling 
it. This is a very funny bit - a sort of wheezebit! 


o> 
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Secret 

What you have secretly done is to thread the cot¬ 
ton, from a spool of white cotton, on to a needle 
which you have pushed through to the inside of 
your jacket from the right outer pocket. Then up 
and back out through the right front chest of your 
jacket. Remove the needle from the cotton, leavmg 
a short length which apparently just lies on your 
jacket. Put the cotton reel into your right jacket 
pocket. A parent might be able to help you with 

this if you ask nicely. , 

Give this a try - it’s very funny, especially it 
you act as though you don t know what s going on 
and accuse your unsuspecting helper of trying to 
unravel your jacket. 


Did you know that if you put 
a King and a spot card on the 
table it is possible to put the 
spot card under the King 
without touching the King? 
Take the spot card and hold 
it below the table under¬ 
neath the place where the 
King is. (Not magic, but 
wonderfully silly.) 
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Wooly’s Lucky Card 


Effect 

The magician asks a spectator to thoroughly shuf¬ 
fle a pack of cards. He retrieves the cards and looks 
through the face-up pack while saying, ‘Do you 
know that everybody has a lucky card? I’m look¬ 
ing for Wooly the Rabbit’s lucky card. No, it is not 
the Six of Carrots, it is actually this one.’ And with 
that the magician places one card face down on the 
table, without anybody seeing what it is. He then 
places the pack face down on his hand and has the 
spectator cut the pack and retain the cards he has 
cut. The magician turns over the cards on his hand 
so they are face up, picks up Wooly’s lucky card 
from the table and places it face down on top of the 
face-up cards in his hand, without the spectators 
seeing the face of Wooly’s lucky card. The magi¬ 
cian then has the spectator place his cards face up 
on top of Wooly’s lucky card. So the position now 
is that the pack is face up with the exception of 
Wooly’s lucky card, which is face down. The magi¬ 
cian turns the pack over and spreads it in a line 
face down across the table. Wooly’s lucky card will 
now be face up. It is, let us say, the Three of Clubs. 
The performer carefully removes three cards 
together - these cards are Wooly’s lucky card and 
the cards on either side of Wooly’s lucky card. 
These three cards he places together on the table. 

‘Now let’s review the situation,’ says the magi¬ 
cian. ‘You shuffled the cards thoroughly, and then 
you made the choice of where to place Wooly’s 
lucky card when you freely cut the cards. And yet, 
such is the power of Wooly the Rabbit’s lucky 
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card, that it will always be placed between two 
cards that always determine its value. One card 
will determine its value, the other will determine 
its suit.’ The cards either side of the Three of 
Clubs, Wooly’s lucky card, are turned over. One is 
a three spot - the Three of Hearts; the other is a 

Club card - the Nine of Clubs. 

‘There you see it before your very eyes,’ states 
the magician. ‘Wooly’s lucky card got lucky again. 
It never fails.’ 



Secret 


On the pretext of looking through the pack to find 
Wooly’s lucky card, the magician secretly notes 
the top and bottom cards of the pack. In our exam 
pie, they were a three-spot card and a card whose 
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suit was Clubs. So what you do is to look for one of 
two cards that would apply to the Three of Hearts 
and the Nine of Clubs. You would have a choice of 
the Three of Clubs or the Nine of Hearts to be 
Wooly’s lucky card. So whichever one you find 
first you use as Wooly’s lucky card: in our example 
we used the Three of Clubs. 

From here on the trick is just handling. After 
the spectator has cut off and kept a portion of the 
pack, Wooly’s lucky card is actually placed on the 
original bottom card of the pack and when the spec¬ 
tator replaces his cards back, face up, the original 
top card will go on top of Wooly’s lucky card. So 
the cards either side of Wooly’s lucky card are, in 
fact, the two cards that determined what Wooly’s 
lucky card would be. Should two cards of the same 
value or suit be at the top and bottom of the pack, 
simply replace one with another card while you look 
for Wooly’s card. Have fun, and may Wooly’s lucky 
card be lucky for you. 


Did you know that you can 
make a playing card stand 
upright on its long edge 
when nobody else can? Bend 
the short edges of the card 
together once and the curve 
in the card will enable it to 
stand upright on one edge. 
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Every Second Counts 


Effect 

‘Every second counts in this trick,’ says the magi¬ 
cian. ‘This is one of the fastest impossible tricks 
you will ever see. Ready, OK, let’s go. Here is the 
pack. Shuffle them quickly. Take off a packet of 
cards no bigger than, say, a third of the pack. Shuf¬ 
fle the packet quickly. Look at and remember the 
bottom card of the packet - it will be your card. 
Think of a number smaller than the total number 
of cards you are holding. Deal that number of 
cards off the top of the packet and place them on 
the bottom quickly.’ 

The magician then turns around and takes the 
packet of cards from the spectator. ‘Concentrate 
on your card,’ he says as he quickly runs through 
the packet (looking at the bottom card first). The 
magician hands the cards back to the spectator 
and turns his back again. 

‘Count off from the top of the packet and put on 
the bottom a card or a number of cards equal to the 
number you originally thought of,’ he instructs the 
spectator,* - quickly now!’ That done, he turns 
around and has the spectator put the cards into his 
jacket pocket. ‘Watch me closely now,’ he says as 
he reaches into the pocket. He removes one card, 
held face down. ‘What was your card?’ he asks the 
spectator. As it is announced, he turns the card in 
his hand face up. It is the selected card. 









THE BOTTOM CARD IS 
THE CHOSEN CARD. 



THREE CARDS (SAY) 
ARE PLACED ON THE 
BOTTOM. 
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Secret 


The trick practically works itself. As you look 
through the cards when you tell the spectator to 
‘concentrate’, reverse their order by dealing the 
cards face up from one hand to the other. The origi¬ 
nal bottom card of the packet is now the top card. 
The sneaky part happens when the spectator deals 
the number of cards equal to the number he was 
thinking of from the top of the packet to the bot¬ 
tom. What this actually does is to leave his 
selected card on top of the packet. He, of course, 
doesn’t know this, but we do, don t we? So that 
when you reach into his pocket it is the top card o 
the packet that you locate and bring out. The busi- 
ness of doing the trick quickly is exactly that 
‘busyness’ - intended to distract his attention 
from focusing on what really is happening. 


Did you know that you can drop playing cards from 
waist height, one at a time, into a hat on the floor, while 
your friend will fail? He will drop them edge first and 
most of his cards will miss 
the hat You drop them flat 
so the whole face of the card 
is over the hat Hold the card 
by the short edges , thumb at 
one endy fingers at the other ; 
take aim and drop the card. 

You will always score a 
bulls-eye. 
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Wizbit’s Con Card Trick 


Effect 

Here is a trick that WIZ BIT often does for fun. 

The magician places a shuffled pack of cards on 
the table and announces that he will not touch the 
cards again until after a selected card has been 
returned and lost in the pack in this manner: a 
spectator is instructed to cut the pack into three 
piles. Then the spectator is to take a card from one 
of the piles, remember it, show it to the other spec¬ 
tators, then place it on top of any one of the three 
piles. Then he is instructed to reassemble the pack 
by putting one pile on top of another. He is then to 
cut the pack as many times as he likes until he is 
satisfied that no one knows where his card is in 
the pack. The magician turns around, picks up the 
pack, and begins dealing cards face up on to the 
table from the top of the pack, saying, ‘I’ll bet that 
I find your card.’ 

Suddenly the magician stops dealing and says 
confidently, ‘Yes, I have it. I will bet you that the 
next card I turn over will be your selected card.’ 
The spectator can usually be expected to rise to 
this challenge, because he has already seen his 
card dealt face up and it is still visible in the loose 
pile of cards that are face up on the table. So he 
naturally believes that the magician is going to 
lose his bet. But W I ZB IT never fails, does he? 
And, sure enough, the magician always wins the 
bet. 


61 


Secret 



This clever trick is really all about presentation 
_ nfi the simple, but effective, way you control 
events. Pick up the pack and run through the trick 
with me. After you have shuffled the cards, 
secretly note and remember the bottom card as 
vou square the pack up. Have the spectator cut the 
Srdslnto three piles. AUyou have U .do,sremm- 
her which pile has your key card at the bottom. 
Then have the spectator select a ^d from any 
nUe memorize it, and show it to the other spec 

tators without your seeing it. Haveww Ski 
rpnlace the card on top of any one of the three piles. 
« “o ensure is that the pile with your 
keyboard is put on top of the selected card pile as 


THE AUDIENCE IS 
LED TO BELIEVE 
THAT THIS IS THE 
NEXT CARD TO BE 






you instruct the spectator to reassemble the pack. 
The simplest way to do this is to indicate by point¬ 
ing which pile goes on top of the other .The only 
variation on this procedure would be if the spec¬ 
tator put his selected card on the pile with your 
key card. In that case simply have him cut the pile 
before reassembling the pack. That cut takes your 
key card above his selected card. Have him cut the 
pack a few times to thoroughly lose his card. 

Then you start dealing the cards one at a time, 
face up, on to the table in a rather untidy pile. You 
say, ‘As long as you can concentrate on your card 
I ’ll pick up the vibes and I ’ll know when I get to it, ’ 
dealing cards off as you speak. Sooner or later you 
will turn up your key card, then you’ll know that 
the next card you turn face up will be the selected 
card. But here is where it gets pretty sneaky. Turn 
up the spectator’s selected card, but ignore it - 
just keep dealing, say, another six or seven cards 
face up on top of the selected card in a casual way 
that leaves it still visible in the pile on the table. 

Suddenly you stop dealing and announce triump¬ 
hantly, ‘Yes, I have it. I’m certain that the next 
card I turn over will be your card. I’ll even bet on 
it.’ As you say this, raise your hands slightly and 
very lightly touch the next card of those in your 
hand as though you are preparing to deal it face 
up, but don’t take the card. Then move your hand 
away and use it to make an emphatic gesture. What 
you are looking to achieve is a very subtle indica¬ 
tion that this is the card you intend to turn over. 
You’ve done this verbally and now, very subtly, 
with a very light gesture. Inevitably someone will 
rise to the bait and take you up on your bet. But 
don’t bet for anything too big - certainly nothing 
bigger than a private jet airplane. 
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‘Ready? OK, I said the next card I turn over will 
be your card, and it is.’ As you say this, the spec* 
tators will be expecting you to turn over the top 
card of those held in your hand. They will be think¬ 
ing that you have made a mistake as they can 
clearly see the selected card face up in the pile on 
the table. What you do is start to reach for the card 
in your hand, then quickly change direction and 
pick out the selected card from those on the table 
and turn it face down. 

‘Never bet on a sure thing,’ you say. I suggest 
that you don’t keep whatever they may have lost 
on the bet, even if it is a jet airplane. Oh, and by the 
way, look out for WIZ BIT performing this trick on 
the Watt Brothers in one of the ‘WIZBIT’ tele¬ 
vision programmes. 


Did you know that the early 
packs of playing cards had 
seventy-eight cards? Fifty- 
two cards corresponded to 
our modem pack , hut in each 
suit there was an additional 
Jack , making fifty-six cards; 
and there were twenty-two 
‘ Tarot ’ cards , making a 
complete pack of seventy- 
eight cards. 
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Effect 


The Fabulous Mr Magic 


The magician tells his audience about a most 
unusual miracle-worker called Mr Magic. Nobody 
has ever seen him, nobody has ever met him. He 
spends all his time inventing new magic tricks. 
And the only way anybody ever gets to speak to 
him is on the telephone when he will perform one 
and only one, particular card trick. 

To prove he exists the magician hands a pack of 
cards to a spectator, who shuffles the cards tho¬ 
roughly. The spectator then freely selects one card 
(let’s say the Three of Clubs), which is shown to 
everybody watching. The magician now dials Mr 
Magic’s telephone number, asks to speak to Mr 
Magic, and immediately hands the phone to the 
spectator who selected the card. The spectator 
says, ‘Hello.’ A voice answers, ‘This is Mr Magic 

The card you are thinking of is the Three of Clubs 
Goodbye. ’ 

Mr Magic then hangs up. The astonished spec¬ 
tator will then confirm that Mr Magic had told him 
the name of the very card he had selected. A mira¬ 
cle. That s why Mr Magic is called Mr Magic ’ 
says the magician. 

Secret 

The magician - that’s you, remember - has 
arranged in advance that a friend will pose as Mr 
Magic. So let’s reconstruct what actually happens. 
When the spectator has chosen a card and shown it 
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to everybody, the magician telephones his friend. 
When the friend, alias Mr Magic, answers the 
phone, the magician says, ‘Is Mr Magic there? 
The friend, on hearing that question, starts 
counting aloud with a slight pause between each 
number. ‘One, two, three, four, five, six, seven, 
eight, nine, ten, jack, queen, king. The magician, 
who of course knows which card has been selected, 
stops Mr Magic when he names the correct num¬ 
ber. So, for example, let us say the card selected is 
the Seven of Spades; as soon as Mr Magic says, 
‘Seven,’ the magician says, ‘Hello, Mr Magic. 
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This makes the spectators think that Mr Magic 
has just come to the phone. But really Mr Magic 
has already learned the value of the card - a seven. 
As soon as the magician says, ‘Hello, Mr Magic,’ 
your friend (alias Mr Magic) says slowly, with a 
slight pause in between, ‘Clubs, hearts, spades, 
diamonds.’ The magician stops Mr Magic when he 
says ‘Spades’ by saying, ‘I have a call for you,’ and 
he hands the phone to the spectator. Mr Magic 
now knows by this subtle method of cueing that 
the spectator’s card (in our example) is the Seven 
of Spades. 

When the spectator says, ‘Hello,’ your friend, 
Mr Magic, answers in a grand theatrical voice, 
‘This is Mr Magic. I am reading your mind. You 
are thinking of the Seven of Spades. Goodbye.’ Mr 
Magic then immediately hangs up. 

Obviously, if somebody else answers your 
friend’s phone you can hang up saying, ‘There’s no 
answer. We’ll try again later.’ Also, don’t worry if 
the chosen card is the King of Diamonds, which 
would take the longest time to indicate to your 
friend. Remember, the spectators don’t know 
what is going to happen, so a little suspense helps 
- although if you and your friend, Mr Magic, prac¬ 
tise this trick on the telephone a few times before 
performing it, you’ll be able to cue him very 
quickly. One word of caution: don’t repeat this 
trick for the same audience, and don’t let Mr 
Magic get into a conversation with the spectators. 
Kept short and sweet, this trick is real magic. 


67 



Quick Three Four 


Effect 

The magician hands a pack of cards to the spec¬ 
tator and, having turned his back, asks the spec¬ 
tator to do the following: deal four cards face down 
in a row on the table, then continue dealing cards 
on top of the four cards in a random fashion as he 
likes - one at a time, or two or three at a time - 
and continue putting cards on the four piles until 
the pack is exhausted. The spectator is then 
instructed to look at and remember the top card of 
each pile. If there are four people watching the 
trick, they can remember one card each. So the 
position is that there are four piles of cards each of 
which has a remembered card face down on top. 
The spectator is then instructed to place the four 
piles of cards one on top of the other until the pack 
is reassembled and then to cut the entire pack four 
times, one for each card. If there are four spec¬ 
tators watching, they can each cut the pack once. 

Turning round for the first time, the magician 
takes the pack and, asking the spectator to con¬ 
centrate on his cards, he looks through the pack 
and removes four cards. The spectator names his 
four selected cards and, as each card is named, the 
magician drops the card face up on to the table 
from the four he holds in his hand. 


Secret 

The clever but well-disguised secret is the use of 
our old friend the key card, or rather the four key 
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cards. Before you begin the trick put the four 
threes on top of the pack. It's a simple matter to 
keep them there as you casually shuffle the pack. 
When the spectator deals four cards face down on 
to the table, he doesn't know he is dealing the four 
threes. He continues to deal cards until there are 
four piles on the table. He looks at, and remem¬ 
bers, the top card of each pile, then reassembles 
the pack and cuts it. He can cut the pack as many 
times as he likes, it will not change the fact that 
each three is above a selected card. All you have to 
do is run through the pack and take out each card 
that is below a three. Do this as dramatically as 
possible, pausing occasionally to ask if they are 
concentrating on their cards. Then, as they call out 
the name of each card, reveal them one at a time. 
Then take a bow for a trick well performed. 



















The 

You-do-as-I-do-and-I’ll-do-as-you-do 

Miracle 


Effect 

The magician places two packs of cards on the 
table. ‘Choose one of the packs and pick it up,’ he 
tells the spectator. ‘Now shuffle your pack and I’ll 
shuffle mine. OK, now let’s exchange packs and 
shuffle them again. OK, here is your pack back 
and I’ll take mine from you. I think you’ll agree 
that both these packs of cards are thoroughly 
shuffled. Now we are going to attempt an impossi¬ 
bility which, if we succeed, will prove that if two 
people both do the identical thing - that is, follow 
the same course of action - then the result should 
be the same, which is a long way of saying, you do 
as I do and I’ll do as you do. OK, let’s begin. 

‘Take a card from your pack, don’t let me see it, 
memorize it. I’ll do the same with mine. Put your 
card on the top of your pack and cut the cards. I’ll 
do the same with mine. Now your card is lost some¬ 
where in your pack, and my card is lost somewhere 
in mine. Now do as I do. Cut the cards. Cut them 
again, and cut them once more. Now let us 
exchange packs. Cut the cards, cut them again. 
Let us exchange packs again. Cut the cards, cut 
them again. Let us exchange packs once again. Do 
as I do. Cut the cards, cut them again. And cut 
them one last time for luck. Now I am going to look 
through this pack and remove the card that I 
chose and remembered and then lost. You do the 
same with your pack.’ 
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‘There, I’ve placed my card on the table. Place 
yours next to it. Now, let’s see if we have been 
successful in this experiment. You didn’t know 
what my card was, and I didn’t know what your 
card was. Yet you did what I did and I did what 
you did. Turn the cards over. ’ 

Both cards are identical. A brilliant trick. 

Secret 

When you shuffle the spectator’s pack, all you do 
is secretly glimpse the bottom card of the pack. 
You can do this as you square the cards up after 



I 


Key cardn 

I 

i 


His card 
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shuffling. Remember the card - this is what magi¬ 
cians call a key card. Hand his pack back to him in 
exchange for yours. When he takes a card from his 
pack he replaces it on the top of his pack and cuts 
the cards. This puts the key card that you have 
remembered immediately above his selected card, 
and no matter how many times the cards are cut 
the key card will always be on top of his selected 
card. All the cutting and pack-swapping is really 
misdirection, designed to make the spectator lose 
track of what has happened. To conclude the trick, 
you must end up with his pack and he with yours. 
You tell him to take his card from the pack and you 
will remove your card. What you really do is to find 
the key card and his card will be immediately 
below it. You pretend that this is your card, 
because the card you first selected at the begin¬ 
ning of the trick you never even bothered to 
remember. It’s not important. The spectator, who 
has no knowledge of how the trick is done, looks 
through the pack and removes the card he had 
selected at the beginning of the trick. This is how 
both cards are identical at the end of the trick. 

One tip to remember is that when you look 
through his pack for your remembered key card, if 
it is facing you on the bottom of the pack then his 

card will be on the top of the pack. 

This is a really terrific card trick. Practise it well. 
The presentation is a fine example of what magi¬ 
cians call psychological misdirection, which dis¬ 
guises a simple method without confusing the 
effect. This trick has fooled many magicians in its 
time. Guard the secret. 


72 


The Bank of England 


Effect 

Thanks to the Bank of England it’s possible to 
balance a glass on a £5 note. Sounds impossible, 
but nothing in this book is impossible. All you 
need to know is how. 



All you do is to fold the £5 note three or four times 
so that it is corrugated. A glass is then easily 
supported by the note. Such is the strength of 
sterling. You can even do it with the mighty dollar, 
or the franc, yen, mark, zloty, drachma, etc. 
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Your Trick - Featuring the 
Great Samantha 

Effect 

This is a clever trick in which the magician never 
once touches the cards and yet successfully 
reveals a card that the spectator is merely think¬ 
ing of. Sound good? It gets even better because 
you don’t even lift a finger: the spectator does all 
the work himself. 



Secret 

Here is what you say and do: 

‘I’m feeling a little tired and rather lazy,’ you 
say to the spectator, ‘so instead of me doing the 
trick, I’ll just relax in this chair and let you do it 
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instead. Just follow my instructions. And the first 
thing we must do is to give you a name - all good 
magicians have important-sounding names, so 
from now on we’ll call you the Great Samantha.’ 
(This name is just an example - you actually use 
the name of the spectator who is helping you. So it 
could be the Great Mervyn, or Stanley, or Sally, or 
Lisa, or Adrian, etc.... All names to conjure with. 
Anyway, you get the idea.) 

‘OK, the Great Samantha, pick up the pack of 
cards and follow my instructions: 

‘Shuffle the pack. Done that? Good. Now count 
off ten cards, put the rest of the pack aside, and 
shuffle the ten cards. 

‘Now spread the ten cards face up in your hands 
and think of one of the cards you’re looking at. 

‘Now mentally count along and remember its 
position from the top of the packet counting from 
your left to your right. Don’t alter the position of 
the cards. 

‘Square the packet of cards up. Turn them face 
down and, without changing the position of the 
cards, divide the packet so that you are holding the 
top five cards in your right hand and the next five 
cards in your left hand. 

‘OK so far? Good, then at this point I think you 
will agree that not only is it impossible for me to 
know the card you are thinking of -1 couldn’t 
even know if the card is in the left-hand packet or 
the right-hand packet. You agree? Yes, of course 
you do. Now put the right-hand packet of cards 
under the left-hand packet. 

‘Now, you remember the original position of the 
card you’re thinking of in the face-up packet? Well, 
count off, one at a time, that same number of cards 
from the top to the bottom of the packet - so, if it 

75 


was the fourth card along, the first card you would 
take off is number one and you would put it on the 
bottom of the packet, then number two from the 
top to the bottom, then three, then four. Now you 
do the same using the number you’re thinking of. 
All right, now we are going to do the ‘one-for-you, 
one-for-me shuffle’. Here’s what you do: 

‘Transfer the top card of the packet to the bot¬ 
tom of the packet - that’s one for you. Then the 
next card you take off you place on the table - 
that’s one for me. Now one for you, that goes under 
the packet. And one for me, that goes on the table. 
And one for you, that goes under, and one for me, 
etc. ... (until the Great Samantha is left holding 
only one face-down card). 

‘Well, look at this, I seem to have all the cards 
except one. So now for the first time, Great 
Samantha, will you name the card that you alone 
in this universe are thinking of? 

‘Turn over the card in your hand. 

‘A miracle. You are truly a Great Magician. 

‘As for me, I’m exhausted with the effort of 
doing nothing. I think I’ll take a nap.’ 


You’re Playing Our Trick 


Effect 

You, the magician, sit opposite the spectator as 
you say, ‘Place both your hands on the table as 
though you were playing the piano, and keep them 
in that position.’ 

You then place two cards, upright, between the 
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third and fourth fingers of his left hand as you say, 
‘Here is a pair.’ 

Next you place two cards between the third and 
second fingers of his left hand and say, ‘Here is a 
pair.’ 

Then place two more cards between the second 
and first fingers of his left hand as you say, 
‘Another pair.’ 

Then place two more cards between his first fin¬ 
ger and thumb and say, ‘And another pair.’ 

You repeat the same procedure putting pairs of 
cards between the fingers of the spectator’s right 
hand, saying, ‘Here is a pair,’ as before. Except 
that when you get to the space between the thumb 
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and first finger of the right hand you place only 
ONE card there, saying, ‘Here is an odd card.’ 

Now you say, ‘Watch me carefully,’ and you 
remove two cards from the spectator’s left hand, 
saying, ‘Here is a pair/ 

You then separate the two cards and place both 
cards face down, about 2 inches apart, in front of 
the spectator’s left hand. Then remove two more 
cards from the left hand saying, ‘Here is a pair,’ 
and separate and place one card on top of each of 
the face-down cards on the table. You continue to 
do this until there are no cards left. You repeat this 
procedure with the three pairs held in the spec¬ 
tator’s right hand, saying, ‘Here is a pair,’ as you 
do, until only the odd card remains between the 
thumb and finger of the right hand. 

‘Now,’ you say to the spectator, ‘you have a 
choice. You may place the odd card face down on 
top of either of the two piles on the table ...’ The 
spectator does so. You then say, ‘I am now going 
to make the odd card travel invisibly from this pile 
(point to the pile on which the odd card was placed) 
to this pile {point to the other pile).’ Wave your 
hands mysteriously as you say, ‘Ostagazuzulum. 
There, it’s happened.’ 

You then pick up the pile with the odd card and 
takp two cards from the top of the packet. ‘Here is 
a pair,’ you say as you place these two cards on the 
table alongside each other, thus forming two new 
piles. You continue doing this with the cards you 
are holding saying, ‘Here is a pair,’ as you do so, 
until you have no cards left, having separated the 
pairs and completed the two new piles on the table. 
You will have removed four pairs and the ODD 
card will have vanished. 

You then go through the same procedure with 
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the other pile, removing ‘pairs’, separating them 
on to the two piles on the table until, at the end, 
you will be left holding the one ODD card - 
proving, beyond even the palest shadow of doubt, 
that the ODD card magically travelled from one 
pile to the other. 


Secret 

Although the trick is self-working, and will always 
work successfully if you follow the instructions, 
there is a secret that makes it work. The secret is 
when the spectator has four pairs in his left hand 
and three pairs in his right hand, these pairs total 
fourteen cards, which when separated form two 
piles of seven cards each, so whichever pile the 
ODD card is added to will always make a pile of 
eight cards, that is four pairs. That will always 
leave the other pile with seven cards, which makes 
three pairs plus, always, one ODD card. It works 
automatically, but the clever part is that by 
always calling two cards pairs, and using the spec¬ 
tator’s hands in the piano-player position to assist 
him, the magician has cleverly, psychologically 
diverted the spectator’s attention away from the 
simple fact that when the pairs are separated, each 
pile will have an odd number of cards, and that 
whichever pile receives the ODD card again has an 
even number of cards. Think about this little bit of 
psychology - or misdirection, as magicians call it. 
Magic is full of such subtleties and the more you 
explore the world of magic, the more you will 
appreciate how ingenious are its methods. 
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Weird Math 



Here’s an effective bit of math magic that can be 
written or done with a calculator. Ask the spec¬ 
tator to write down any three-figure number, with¬ 
out using the same three numbers, then reverse it 
and subtract the smaller from the larger. What¬ 
ever his hidden figures and total are, the magician 
with the mathematical mind (that’s you, in case 
you were wondering) can tell him his result every 

time. 


Secret 

This is a truly weird secret, because the centre 
figure of the spectator’s answer will always be 9, 
and the two outside figures will always total 9. So 
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to help your concentration ask the spectator for 
the last figure of his answer, then mentally sub¬ 
tract the given figure from 9 and you automatically 
have the first figure of his answer. Here’s an 
example: 

836 
- 638 

198 


So the rule is: 


The middle number is =9 

The first and last numbers total = 9 
If the last number is = 8 

The figure is =198 


One exception is that if the last number is 9, 
then the answer is a two-figure one. Example: 

221 

-122 


99 


Keep this secret to yourself - it’s simple but very 
effective and will be a favourite. 
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Did you know that you can 
make a playing card invi¬ 
sible to one of your friends , 
while everybody else can 
still see it? You put the card 
on top of his head. 


Know How Knot 


Effect 

The magician holds a handkerchief by two diago¬ 
nal corners and lays the handkerchief on a table. 
He then challenges a spectator to pick up a hand¬ 
kerchief by two corners and tie it into a knot, with¬ 
out letting go of the ends. 

Watch them struggle with this one. 



Secret 

Before picking up the handkerchief, simply fold 
your arms. Then bend forward and pick up the 
handkerchief by two diagonally opposite corners. 
Now unfold your arms from this awkward position 
without letting go of the ends. And when you have 
completely unfolded your arms you will have 
successfully formed a knot in the handkerchief. 
Run through it and you’ll see how simple it is to do 

once you know how. 
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That’s Clever 


Effect 

Here’s a near-impossibility with an ingenious solu¬ 
tion. Tie a length of string to the handle of a cup. 
Have the spectator lift the cup by the end of the 
string, and hand him a pair of scissors. Now chal¬ 
lenge him to cut the string near the middle of its 
length without letting the cup drop. There are two 
conditions: 

1. He can’t hold the cup or let it rest on anything. 

2. He can’t hold the string beneath the point at 
which he cuts. 

It’s a real brain-teaser. 
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Secret 


Wind the end of the string around the finger of one 
hand. Make some slack in the middle of the length 
of string, gather it up and make a loop and tie it 
into a knot. Take your scissors and restate the 
challenge and its conditions. Now cut the Iood. 
That’s clever. 


Ho, Ho, Hole 


Effect 

Take a piece of blank paper about 3 inches square. 
Put a lp coin in the centre of the paper and care¬ 
fully draw round its circumference until you have 
drawn a circle the size of a lp piece. Then, just as 
carefully, cut this circle out of the paper. So you 
end up with a piece of paper with a small hole in it 
the size of a lp coin (Figure 1). Now you are ready 
to challenge anyone to push a lOp coin through 
this hole without tearing the paper. Unless they 
know the secret it is impossible. 
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Secret 


All you do is fold the paper in half, place the lOp 
coin inside the folded paper in the hole, then gently 
raise the top comers of the folded paper upwards 
and inwards. This opens the hole sufficiently to 
allow the lOp coin to drop through. Figure 2 shows 
exactly what happens. 
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If your friends are still speaking to you, this 
little spoof follows on nicely: 

Effect 

You challenge anyone to push a larger object 
through the hole. It can be a bottle or a glass or 
even a car. 
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Secret 


# 

You do exactly what you said. Figure 3 shows how. 
You do push a glass through the hole, but you use 
a pencil to do it. By putting the pencil half way 
through the hole, you can push anything with it, 
through the hole. Ah, the magic of words. 



Did you know that playing 
cards were introduced into 
America by sailors on Chris¬ 
topher Columbus's first 
voyage of discovery to the 
New World in 1492? And re¬ 
introduced by the soldiers of 
Cortes when conquering 
Mexico in 1521 ? 
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Very Weird 


Effect 

Here is a very old, very strange, very weird effect. 
The magician places on the table a cork with a 
needle stuck in it. (One word of caution: get your 
Mum or Dad to put the needle into the cork for 
you. We don’t want you sticking needles into your¬ 
self, do we?) He then balances the centre of a small 
square of paper on the needle. Two opposite cor¬ 
ners of the paper have been bent, one up, one down. 
Putting his cupped hand near the paper, he con¬ 
centrates fiercely and then slowly the paper spins 
around on the end of the needle. Very weird, 
because the magician does not touch the paper. 

Secret 

The secret is actually something of a mystery to 
this day: it just happens. Curiously, the paper will 
not always spin the same way. Sometimes it will 
spin quickly, sometimes slowly then fast, and 
sometimes the opposite way. 

You can demonstrate this and then have your 
friends try it on the basis that you want to find out 
if they have ‘The Power’. 

One last wrinkle: if the paper seems reluctant to 
start spinning, just breathe gently towards the 
paper without making it obvious you are doing so. 

One more last wrinkle (that is what your school¬ 
teacher would call a contradiction): find the exact 
centre of the 4-inch-square piece of paper and draw 
two straight lines from corner to comer and where 
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the lines cross is the point that you line up on the 
end of the needle. 
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Eggs Over Easy Over Easy Eggs 


Effect 

Here is a trick to do in the kitchen after breakfast. 
You go to the refrigerator and take out two fresh 
eggs. Giving one to your friend, or your brother or 
sister, you ask him or her to put the egg on the 
table on its side and give it a spin. The egg will spin 
around on its side until it stops. Observing this, 
you say, ‘Hmm, you obviously haven’t got the 
magical knack. Watch me.’ 

You wave your hands mysteriously over your 
egg and say the magic phrase, ‘Eggs over easy 
over easy eggs.’ Then you spin the egg around on 
the table as fast as you possibly can. Your egg will 
spin on its side for a moment, then mysteriously it 
will stand up on its end, still spinning, and will 
continue spinning that way until the spin dies, 
when it will gently fall back on to its side. This is a 



90 













most unusual stunt to say the least. Does it 
depend on a great secret scientific principle? Does 
the egg have a trapdoor in it? Is it an egg from 
outer space? 


Secret 

No, your egg is a hard-boiled egg, which you placed 
in the refrigerator alongside the fresh eggs with¬ 
out anybody knowing. So you give a fresh egg to 
your assistant and you use the hard-boiled one. 
That’s the secret. When you spin your egg have 
your assistant chant along with you, ‘Eggs over 
easy over easy eggs. Eggs over easy over easy 
eggs....’, and continue chanting until the egg lies 
down on its side. And not only will you have per¬ 
formed a weird trick first thing in the mor nin g, you 
will have given your tonsils a workout too. 

P.S. It goes without saying that you don’t let them 
know that your egg has been hard-boiled. So I 
won’t say it. 


Did you know that playing 
cards have been around for a 
very long time, probably 
originating in India or China 
thousands of years ago? 
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Tumble This 


Effect 

A really good fun effect with three tumblers - 
great for parties. Three tumblers are placed in a 
row on the table, the first tumbler mouth down¬ 
ward, the second mouth upward and the third 
mouth downward. That is the start position. 

Now, in three moves, using both hands and turn¬ 
ing two tumblers each time, you have to end up 
with all three tumblers the right way up. Naturally 
you can do it, but the next person to try 
can’t - thanks to a crafty move on your part. 


Secret 

Start with the three tumblers in position. Number 
one mouth down, number two mouth up, number 
three mouth down. Tell the spectators to watch 
your moves, saying aloud as you go: ‘First move: 
turn tumblers two and three over. Second move: 
turn tumblers one and three over. Third move: 
turn tumblers two and three over.’ This will leave 
all three tumblers the right way up. 

You then invite somebody else to try it. And you 
turn the middle tumbler (number two) mouth 
downward in readiness. That is the sneaky move 
that no one will twig. Because if the next fellow 
follows your moves exactly as you said them 
before, his tumblers will all end up mouth down¬ 
ward. Which is the wrong way up - or should that 
be the right way down? 

Anyway, the point is he couldn’t do it correctly. 
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Don’t repeat this stunt. Just once will be suffi¬ 
cient. It’s probably safe to use plastic beakers or 
paper cups. 
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Follow Me 


Effect 

Most of the tricks in this book require no prepara¬ 
tion, as I believe you will be more ready to try them 
if you haven’t got to fiddle around making things. 
But here is a trick that requires just a little secret 
preparation that, once made up, will repay you 
with the pleasure it brings, many times over. 

Handing a box of matches to a friend, you ask 
him to follow exactly the moves you make with 
your own box of matches. 

You open your box of matches so the matches 
are showing. 

He does the same. 

You close your box. 

He does the same. 

You turn your box over sideways once. 

He does the same. 

You turn your box over lengthways once. 

He does the same. 

You turn your box over sideways once again. 

He does the same. 

You open your box of matches. 

He does the same. 

Your matches are showing. 

His are not. 

Your box is the right way up, just as you 
started. 

His is upside down. 
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Secret 

The secret is in the preparation. The illustrations 
below show that you need to carefully cut the tray 
of your matchbox in half. Turn one half over and 
stick it to the other with some invisible Sellotape 
(easily bought at your local stationers’). Replace 
the matches and you are ready to go. 

Give the normal box to your friend. You use the 
gimmicked box. Always remember to open your 
box the same way (if you push the tray out away 
from your body, do it that way every time). You 
may find that your friend will want to examine 
your box. You must pre-empt this by putting the 
boxes away in your pocket, anticipating his rising 
curiosity. Of course, if he insists, then you will take 
the boxes out of your pocket for his examination 
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having switched the gimmicked box for a second 
normal one. And if he wants to see the trick again, 
say you’ll come back to it after he’s seen your next 
miracle, then quietly distract him with other 
tricks. 

Handled properly (which means handling the 
participating spectator properly), this is a very 
entertaining little routine. Two or three times at 
the most will do nicely. And remember, never light 
the matches or let your friends light them - it’s 
dangerous. 


W alkies 


Effect 

Two matchsticks walk along a table-knife. Impos¬ 
sible? Nothing in this book is impossible. Every 
trick is possible. Especially if you practise. 


Secret 

The illustrations show how. The end of one match 
has a notch cut out in a V shape and the other is 
sharpened into a point, so that they will fit 
together. Now hold a table-knife almost parallel 
with the table-top, but with the point slightly 
tilted up. Put the matches astride the knife so that 
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the match-heads touch the table, these are their 
feet. Now, with a steady hand make tiny, imper¬ 
ceptible movements up and down with the knife- 
blade and the matches will walk along the length of 
the blade quite smartly. 

Not many people will have seen this done, so put 
Walkies’ into your repertoire - it’s an amusing 
item. 
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Match through Match 


Effect 

This is a very magical-looking quick trick, in which 
two halves of a matchstick seem to pass through 
each other in an impossible fashion. Break a 
wooden match into two equal pieces and hold each 
half between the finger and thumb of each hand, 
one vertically and the other horizontally. In this 
position you can clearly demonstrate by tapping 
the centre of one match against the other that it is 
impossible for one match to penetrate the other 
without breaking. Everyone watching will agree, 
until you proceed to do the very thing you have 
just shown to be impossible. You make one match 
penetrate the other so that your hands are held 
together by the interlocked matches. 

Secret 

The secret of this clever trick is in two parts. 
Firstly, you will find that if you press the end of 
the match in your right hand firmly into the flesh 
of your thumb with your right forefinger, it will be 
possible to lift your forefinger off the end of the 
match and the match will stay sticking upright 
on your thumb until you replace your finger. 
And that is exactly how the second part of the 
trick is accomplished: when the right-hand match 
approaches the left-hand match, and at the exact 
instant they meet you lift your forefinger off the 
match and replace it as soon as the left-hand match 
has passed through the gap created. You do the 
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same thing in reverse to unlink the matches. The 
illustrations should make everything clear to you. 

You will need to practise this trick thoroughly, 
but you will soon acquire the knack and the 
matches will appear to penetrate faster than the 
eye can see. 

One tip: to release the matches when you’ve fin¬ 
ished the trick without them sticking to your fin¬ 
gers, just push them sideways and put them down. 

In very old magic books the writers often used 
the phrase ‘the effect is everything that can be 
desired’. And that certainly applies to this trick 
when well performed. 






Tmotloi 


Effect 

Here is an interesting little magical experiment. 
You balance a playing card on the first fingertip of 
your right hand. On the centre of the card you 
place a heavy coin - say a lOp coin. You then flick 
the edge of the playing card with the second finger 
of your right hand. And, wonder of wonders! as the 
card spins away across the room, the coin will 
remain balanced on your finger. 
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Secret 

The secret of this novel experiment is in the unpro¬ 
nounceable (unless you speak Russian) title of this 
effect. TMOTLOI actually stands for The Magic 
Of The Laws Of Inertia, which is a scientific prin¬ 
ciple we have encountered elsewhere in this book. 
The Laws of Inertia will guarantee that the coin 
will stay put, provided you give the card a good, 
firm flick with your finger. By using your right 
thumb against the fingernail of your second finger 
you can make the finger spring out and give a 
really fast, firm flick. 

Practise this by yourself a few times until you 
get the hang of it, before you show your friends. 


Did you know that a poker hand of the Ace of Clubs, 
Ace of Diamonds, Eight of Hearts, Eight of Spades and 
Queen of Hearts is known as the ‘Dead Man's Hand'? 
These were the cards taken from the lifeless hands of 
Wild Bill Hickock after he was shot from behind by 
Jack McCall in the Mann and Lewis Saloon in Dead- 
wood, South Dakota, back in 
the Wild West days of out¬ 
laws in the last century. 

Now you know why gam¬ 
blers prefer not to sit with 
their backs to the door. If 
you want to be really safe, 
don't gamble at all - you 
won't lose any money that 
way. 
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Aerodynamics 


Effect 

Here is an amusing novelty that you can teach 
your friends. It will make up for some of the 
swindles you've pulled on them as described else¬ 
where in this book. 

The trick is to make a cigarette paper spin round 
on the end of your finger like an airplane propeller. 

Secret 

Get a cigarette paper from your Dad, or you can 
buy a packet very cheaply from your local news¬ 
agent's. Flatten it out, taking out the crease along 
its length. Crease lightly across the middle and 
flatten out again. Now fold up the edges rather like 
the edges on a tea tray. Hold the paper with your 
forefingers at the back and in the centre of the 
paper and your thumb on the front of the paper, so 
that the folded edges are facing forwards. Now 
hold your arm out and start to spin round on the 
spot. As you build up momentum take your thumb 
away and you will find the paper will spin around 
just like a propeller. You can also do this by walk¬ 
ing forward quite quickly. 

The reason the paper spins is that the folded 
edges of the paper catch the air that is pushed 
against them by the force of your body movement. 
So this is really achieved by the magic of aero¬ 
dynamics. It may not exactly be Concorde, but it's 
good fun. 
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You Won’t Believe It Till You Try It 


Effect 

You miraculously balance a coin on the folded edge 
of a £5 note, while your friends fail to do so (see 
Figure 1). 

Have your friends fold their notes in half length¬ 
wise and make a very sharp crease. Then have 
them balance a lOp coin on the sharp edge of the 
creased note. They will not be able to do it. You 
with your magical knowledge show them how it is 
done. 


Secret 

Fold the note in half lengthwise, as described. 
Then fold the creased note in half again, so the 
short ends meet. This will make a sort of V shape 
(Figure 2). Put the note on the table and place a 
coin on the end of the Vs as seen in Figure 3. 

Now very carefully take each end of the V- 
shaped note and gently straighten it out. You will 
find that the coin will adjust its point of balance 
with the precision of a tightrope-walker balancing 
on a high wire. You will end up with the coin per¬ 
fectly balanced on the folded edge of the note - 
something you would find impossible to do without 
a little magical know-how. 
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Match Play + Predictably So 


Effect 

This is a sort of magical gambling game for two 
players, in which you can win every game that you 
decide to win and equally lose every game that you 
decide to lose. 

Eighty matches are spread out on the table. 
Each player in turn may pick up as many matches 
as he likes up to nine per go. You cannot pick up 
ten matches at once - any number of matches 
from one to nine, but no more. That’s the only rule. 

The winner of the game is the one who picks up 
the last match. Without your opponent’s know¬ 
ledge, the game is always under your control. 


Secret 

To win every game there are two secret rules to 
remember: 

1. your opponent must make the first move; and 

2. the combined total of matches picked up after 
each move (yours and his) must always equal 
ten. 

So, if he picks up six, you must pick up four. If he 
then picks up two, you must pick up eight. If he 
picks up five, then you pick up five. That is why he 
must make the first move - to enable you to make 
the total picked up ten. 

To lose a game you either start first and simply 
contrive to lose. Or if he has started first you just 
break rule number two by failing to round up the 
matches you pick up to ten. 
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Predictably So 

Before you play the game with your opponent 
write on a piece of paper I WILL WIN. I Will 
Win. I Will Win. Place the paper face down, to 
one side, on the table. When you have played three 
games, say, ‘You know it’s a funny thing but I had 
a feeling how these games would work out. Look at 
my prediction.’ He will be surprised to see how 
accurate your prediction was. 
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Swindle 


Effect 

This little stunt is an absolute swindle to play on 
your friends. Have someone place a coin on the 
table and cover it with a can of Coca-Cola or a 
packet of cornflakes - or anything that com¬ 
pletely covers the coin. You then announce that 
you will remove the coin from beneath the object 
without touching it in any way whatsoever. Of 
course, nobody will believe you but, undeterred, 
you put both hands underneath the table and fid¬ 
dle around mysteriously as you mutter the magic 
word ‘AWOPBOMALOOMABALUPBAMBOOM’. 
You then bring out one hand holding a coin and 
slap it on to the table as you say, ‘There, I’ve done 
it.’ Someone is certain to lift the can of Coca-Cola 
to make sure that the coin has gone. Of course, the 
original coin will still be there on the table, and 
that is when you pick it up. You quietly say, ‘There, 
I’ve done what I said I’d do. I’ve removed the coin 
from underneath the Coca-Cola can without touch¬ 
ing it. ’ And then add with a smile, ‘With a little help 
from my friends.’ 

Secret 

Well you already know the secret. I don’t really 
need to explain that the coin you brought out from 
under the table was a duplicate of the other coin, 
now do I? No, of course I don’t. But I will tell you 
one secret, and that is how to learn to say very long 
magic words. The secret is to break the word up 
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into smaller ones and to say them in stages. Try it: 
AWOP BOMA LOOMA BALUP BAM BOOM. 
Then say it as two words: AWOPBOMALOOMA 
B ALUPBAMBOOM. And then, when you’ve 
learnt that, say the whole word in one go. Pretty 
soon you’ll be able to say it quickly and with 
rhythm. Your friends may think you’re nuts, but 
what do we magicians care? 

109 








East—West Arrow 


Effect 

Here is a lovely piece of purely visual magic. Draw 
an arrow pointing horizontally on a piece of card, 
ink it over a couple of times so that it is bold and 
clear. Now prop the card upright against some 
object on the table. Ask an assistant if he can 
make the arrow point the other way without touch¬ 
ing the card. He can’t do it - but you can. 


Secret 

One of the wonderful things about magic is that 
the methods and solutions to tricks and problems 
are often ingenious enough to be a source of won¬ 
der in their own right. ‘East—West Arrow’ is an 
excellent example of this premise. Who would 
have thought that to make the arrow reverse itself 
you use a tumblerful of water, which you stand in 
front of the card. Look through the tumbler of 
water and the arrow will appear to point the oppo¬ 
site way. To make the arrow point back in its origi¬ 
nal direction, without touching the card or the 
tumblerful of water, you use another tumblerful of 
water which you stand in front of the first one. 
Each tumbler acts as a lens and reverses, left-to- 
right, the arrow seen through it. 

One day, of course, you will propose the problem 
to a spectator and he will stand on his head, which 
from his viewpoint would reverse the arrow. But 
don’t worry - it probably won’t happen to you for 
a long, long time. 
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Fold Up 


Effect 

This is a nice visual effect that can be done with 
any paper money. Here in the UK we’ll use a £5 
note. Hold the note so that the Queen’s head is 
upright and facing away from you. The top long 
edge we’ll call A, and the bottom long edge we’ll 
call B. Fold the note in half by folding the top long 
edge A forward and down until it meets B. Now 
fold the right-hand edge C over to align with the 
left-hand edge D, then fold E to C. Now unfold C to 
the right and then unfold D to the left, then unfold 
B upwards and you will see that the note has 
turned itself upside down. It’s an unusual little 
effect. 


Secret 

The secret is somewhere in the folding. I’ll let you 
see if you can figure out the exact moment when 
the note turns upside down. Practise this by fol¬ 
lowing the illustrations and reciting the alpha¬ 
betical moves silently to yourself as you make 
each fold. Once you’ve got the sequence you’ll 
never forget it. 
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A Safe Bet 


Effect 

You offer a spectator the chance to win a lOp coin. 
You have him put his hands together in a prayer 
position but with the thumbs crossed. Now have 
him tuck the second fingers of each hand down 
inside the palms, keeping the tips of his other fin¬ 
gers pressed together. Now place a coin between 
the tips of his third fingers. From this position 
you tell him that if he can drop the com without 
separating his other fingertips, he can keep it. 
Don’t worry if you have visions of your pocket 
money disappearing - this challenge really is a 

safe bet. 
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Secret 

The secret is really what you see happen. Try it out 
on yourself - you’ll find it impossible to drop the 
coin. It is amazing to consider that your body, 
under the direction of your brain, performs mil¬ 
lions of intricate manoeuvres every day, and yet in 
this simple position the fingers are physically 
unable to respond to your brain’s instructions. 
Y ou may occasionally find that a spectator will try 
to throw the coin loose, so be quite specific in your 
instruction that the coin has to be dropped. 


Look No Hands 


Effect 

‘I betcha I can lift that empty milk bottle with¬ 
out touching it with my hands,’ says the magician. 
‘I betcha can’t,’ says the spectator. 

‘I betcha I can.’ 

‘I betcha can’t.’ 

‘Can.’ 

‘Can’t.’ 

‘Can.’ 

‘Can’t.’ 

‘Can.’ 

‘All right, prove it then.’ 

‘All right, I will. How much do you want to bet?’ 
‘A million pounds.’ 

‘OK, you’re on,’ says the magician who, having 
been suitably challenged, proceeds to lift the 
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empty bottle without touching it with his hands. 
And thus wins himself a million pounds. 


Secret 

I can teach you how to lift an empty bottle without 
touching it with your hands. But you’ll have to 
find your own spectator foolish enough to gamble 
a million pounds. The secret, like all good secrets, 
is very simple. You use a balloon. Dangle the bal¬ 
loon inside the neck of the bottle and blow it up. 
When the balloon expands against the inside of the 
bottle, pinch the neck of the balloon and lift it up. 
You never touched the bottle with your hands yet 
you lifted it up. 

By the way, if you did find somebody silly 
enough to gamble a million pounds, you wouldn’t 
really keep the money, would you? Well, would 
you? 
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Heavy Reading 


Effect 

The magician ties a long piece of string around a 
very heavy book. He asks a spectator to hold both 
ends of the string and then to extend their arms in 
front of them. From this position he challenges the 
spectator to pull the string into a horizontal posi¬ 
tion by moving his arms apart. Try though he 
may, the spectator will not succeed. Let other 
spectators try it, in turn. None will succeed. 

Secret 

Even Hercules would struggle with this one. Try it 
for yourself - you will soon find out that it’s an 
impossibility. 
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Juggle Dice 


Effect 

Have a spectator hold a glass in his right hand 
with his forefinger extended. Balance two dice on 
top of each other on the extended finger. Now ask 
him to throw the dice, one at a time, into the air 
and catch them in the glass without dropping 
them. Easy? Not really. You’ll have a lot of amuse¬ 
ment out of this stunt as people drop dice, or get 
one in only to see it pop out as they try to catch the 
other one. 


Secret 

The secret is really a wrinkle, and the wrinkle is 
really about handling. Getting the first dice in the 
glass comes easily with a little practice, but when 
it comes to the second dice, you don’t throw it into 
the air, you drop it and instantly lower the glass 
very quickly and catch the falling dice. If you do it 
this way you don’t risk the first dice popping up 
out of the glass. 

If you find you have difficulty in balancing two 
dice on your finger, you can hold the first dice 
against the side of the glass with your forefinger 
and balance the second dice on top of it. The moves 
are the same. 
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A Little Prediction 



Effect 

The magician writes a prediction on a piece of 
paper and places it face down on the table. He then 
asks a spectator to think of a small number. Then 
to double it, then and 4, then divide by 2. Then to 
take away his original number. He then asks the 
spectator to announce for the first time the num¬ 
ber which he ended up with. He does so. Turn over 
my prediction,’ announces the magician. The 
magician has correctly predicted the spectator’s 
number. 
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Secret 

The trick is one of those little bits of magic that are 
self-working. Write on a piece of paper I PRE¬ 
DICT THE NUMBER 2. If they do as you 
instruct and do their calculations properly, the 
result will always be the number 2. It works with 
any small numbers: e.g. 

5x2 = 10 + 4 = 14 + 2 = 7-5 = 2; or 
14 x 2 = 28 + 4 = 32 + 2 = 16 - 14 = 2. 

Another nice way of presenting this, perhaps to 
a schoolfriend, is to use two calculators. You 
punch in the number 2 on your calculator and place 
it face down on the table. Your assistant follows 
your instructions on his calculator and when he 
arrives at his result you tell him to place his cal¬ 
culator face up on the table and to turn yours face 
up. The numbers displayed will be the same. 

It should be apparent to you that you should 
only do this trick once to the same audience. 


Did you know that there 
are 2,589,960 possible com¬ 
binations of five cards in 
a fifty-two-card pack? And 
that in the card game of 
Bridge there are said to be 
635,013,559,600 possible dif¬ 
ferent hands. 

You did? Gee Willickers. 
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Tearable 


Effect 

The Great Wonder Worker (that’s still you) gathers 
a few of his friends around him. He hands each 
assistant a piece of paper. Each piece of paper has 
been cut in two places and each cut is of equal 
length and is equidistant from the sides of the 
paper. (Figure 1 will make this as clear as crystal.) 

‘The idea of this particular game,’ proclaims the 
GWW, ‘is to tear the piece of paper into three 
pieces in one go. Hold your piece of paper at points 
A and C as I am doing [see Figure 2] and pull the 
paper apart into three pieces when I say pull. 
Ready, one, two, three, pull.’ 

Needless to say, everybody fails miserably, end¬ 
ing up with only two pieces of paper. Everybody, 
that is, with the notable exception of the Great 
WW, who actually succeeds in tearing his piece of 
paper into three pieces with one tear. How? 


Secret 

By semi-cheating, that’s how. After saying, ‘One, 
two, three, pull,’ you hold the middle segment of 
your piece of paper between your teeth, then pull 
the paper apart (see Figure 3). Your paper will tear 
into three pieces. Keep the piece of paper between 
your teeth as you go around inspecting your friends’ 
efforts, saying things like ‘How did you get on?’ or 
‘Oh bad luck!’ or ‘It comes with practice.’ 

This is one of those rare stunts that is guaran¬ 
teed to get groans from your helpers. The real 
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secret of this stunt is that with a piece of paper 
prepared as instructed, it is actually impossible to 
pull the paper into three pieces. 
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Eight Magical Oddities 


1. Take a long piece of string and wrap it around 
your head, just above the eyes, exactly three 
times; but not so tight that you could hurt your¬ 
self (and never tie anything around your neck— 
that’s dangerous). Now carefully cut the string 
so the ends meet. Unwrap the string and, if you 
hold it up by one end, you will find the string is 
now just as long as you are tall. 



2. Take a piece of paper or a magazine and roll it 
into a tube. Hold it in your right hand, then 
place it to your right eye and look through it like 
a telescope. Now hold your left hand out palm 
towards you and place the side of it, at the base 
of your little finger, against the tube, half way 
along its length. Now, keeping both eyes open, 
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look through the tube and 
you will be surprised to see 
that there is a hole in the 
centre of your left hand, 
which you can see through. I 
wonder if you can see 
PUZZLEOPOLIS. 



3. Take two glasses and fill one with water. Fill the 
second one about a third full with ordinary table 
salt, then top it up with water. Dissolve the salt 
by mixing thoroughly with a spoon until the 
water is clear. Now put an egg into the first 
glass and you will see it sink to the bottom of 
the glass. Take the same egg and put it into the 
second glass: you will see it sink to the bottom 

of the glass, then it will slowly rise to the toD 
and float. 



125 
















4. Here is an interesting magical oddity to do in 
your classroom at school. You will need a ruler. 
Make your hands into fists, then stick your 
forefingers out straight as though they were 
two guns. Now have a friend balance the ruler 
across your forefingers so that they are at the 
opposite ends of the ruler. Now close your eyes 
and slowly move your fingers, keeping them 
straight, in from the ends of the ruler. Open 
your eyes when you feel 
your fingers meet. Incre¬ 
dibly they will be at the 
exact halfway point of the 
ruler. That will be 6 inches 
on a 1-foot ruler and on a 
metric ruler it will be ...? 

Well, why don't you try it 
and find out? 




5. Fold any piece of paper, as 
large as you like, in half as 
many times as you can. You 
will not be able to fold it in 
half more than seven times. 
It is absolutely impossible 
to fold any piece of paper in 
half more than seven times. 
It's an amazing thing to 
know. Now, aren't you glad 
you're reading this book? 


126 





6 . 


Take a £5 note and roll the 
note diagonally from one 
of its corners until the 
note is tightly wound up 
into a tube like a drinking 
straw. Now hand it to a 
friend and say, ‘If you can 
tear this rolled-up note in 
half, you can have it.’ He 
will struggle because it is 
impossible, unless he’s 
bionic. 

7. Have a friend stand flat against the wall, with 
his heels against the wall and knees straight. 
Put a £5 note on the floor in front of him. Now 
say, ‘That £5 note is yours if you can pick it up 
without bending your knees or moving your 
feet.’ Don’t worry, your money is safe - it’s a 
physical impossibility. 































































8. Here is an odd thing that younger children 
always find funny. Put a rubber band around 
the middle of two pencils of equal length. Loop 
the band around the pencils a couple of times. 
Now start winding up one of the pencils while 
holding the other firmly, as you would wind up a 
clockwork toy with a key. When you've wound 
up the pencils as much as possible, put them on 
the kitchen table and let go. They will go abso¬ 
lutely potty. It's silly, but it's fun. 
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